NINE PRINCES IN AMBER 


BASED ON THE AMBER SERIES BY 


he rie 7 ee AZ IN 


go Belen Bie 

&, 
2 FREE. « 
SOFTWARE OFFER 
Offer good on all participating 


brands! 
Details inside 


Spek 


® 


e 


TELARIUM 


Ww) 


f 
i we 
oe 
Y x N 
RY 
E_| 


\ ee 
a 


~ 
fe 


Deirdre 


... laking the packet you find in the hidden drawet, you 
extract the cards and spread them on the blotter before you. 

The first bears a wily looking man, in a Renaissance cos- 
tume of red and orange and brown. Despite your amnesia you 
know him. His name is Random. Next is the passive counte- 
nance of Julian, He is the man you once beat at his favorite 
game. Then comes the swarthy, dark-eyed Caine, in satin of 
black and green. There is ambivalence in your heart. 

Then Eric. Handsome, dressed in a simple leather 
jacket and a cloak. He it was, you are certain, that had tried 
to kill you. You study him and fear him somewhat. Next 
there is Benedict, thin of face, wide of mind. He seldon 
laughs. 

At the next card you pause. It’s you. You know who it 
is you shave, and this is the guy behind the mirror. Green 
eyes, black hair, dressed in black and silver, yes. You, | 
Corwin. 

A big, powertul man regards you from the next ald He 
resembles you, but is bigger. His strength is a thing out|of legend. 
Gerard. Then comes a fiery bearded, flame-crowned man, with 
the devil himself dancing behind his eyes. This, you realize, is 
Bleys. Then a figure both like Bleys and yourself. He has both 
strength and weakness about him. His name is Brand. | 

Brothers, all of them. Your brothers. 

Sisters there are here as well. Flora, in a gown as gteen 
as the sea. Then a black-haired girl with a girdle of silver 
around her waist. She is Deirdre. Next, Fiona, with hai like 
Brand and a complexion like mother-of-pearl. 

Last, Llewella. With hair to match her jade- colored 
eyes. Somehow she seems not like the rest of you. But L 
she, too, is your sister. 

There are Trumps missing, some inner voice is 
saying. Which, you know not. Nor can you quite recall 
the significance of the deck. But soon, perhaps, you will stum- 
ble upon the key... 


A purple dust storm, then a grassy, treeless 
plain, then a blue desert with a shimmering pink 
sun...at every turn the landscape all around you 
changed, leaving no trace of where you'd just been. 
Such was it like to drive through Shadow, on your 
way — you desperately hoped—to Amber, that one 
perfect, pure world, which even now you imagined 
to be just beyond the next valley. 


Aes will ambitious men in the shadow of a throne reach for the power 
of the throne; as this was true for Chaos, so it is for Amber. There are 
many paths to Amber, and J, Dworkin, know them all. For J am the Pat- 
tern, and it is the Pattern which casts the myriad shadows which surround 
Amber—Amber, the one true world, created as the powers of Chaos raged 
and despaired. The immortal children of Oberon walk the shadows at will, 
but dissatisfied, return ever and anon to Amber’s gates. For they need to 
rule as fire needs air, and only in Amber will they find the challenge—and 
the power —they seek. 

These are my notes; there are darker secrets than those inscribed 
here which J dare not entrust to paper. All around me, the royal sons and 
daughters of Oberon plot and scheme to place themselves nearest their father’s 
throne, and in their hands the ne bear would surely open the gate 
to Chaos, the realm of oblivion. . 


PB ca . golden queen, wrested from Chaos with toil 


and blood. Those who seek to rule you have no 
understanding of your nature, and J fear for you 
in their hands. 
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0 the children of Oberon plot for the throne. . . let them plot forever. 
Their plots are as the nipping of lion cubs at their sire’s heels, for none 
will rule so long as Oberon wears the crown. Still they scheme, waiting for 
the end of Oberon’s day. They make alliances in an attempt to secure their 
positions. The one who finally sits on the throne will come to it on the shoul- 
ders of those with who he allies. But he must take care; many agree to join 
forces only to betray an ally at their convenience. 


Not all are like this. Some are more honorable than others—Benedict 
is faithful to Amber alone, and will protect it with his life. But Corwin and 
Eric, it would seem, have declared a blood feud on one another. There is 
more than the throne between them, though they will not admit it; neither 
one will rest until the other is dead or disgraced. Bleys and Brand, those of 
Clarissa’s lot, seem to have reached an agreement of some kind; J do not trust 
those two minds when joined in common cause. Of all the women, only Fiona 
seems to bear any interest in the throne. As for the rest, they lack either the 
will or the desire to take the throne for themselves; they are content to ally 
with the strongest candidate. 


All dealings with the offspring of Oberon are hazardous, for each is 
dangerous after the manner of individuals. Secrets J might trust with oneJ 
would never give to another; J deal with each according to his nature. 
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ss as all roads lead to Amber, many paths lead to the throne. With 
each decision made, some paths will open up, others become forever 
sealed. Should two members of the royal house of Amber meet, they will 
alter the paths to the throne irrevocably; the fruit of that meeting may not 
become clear until the throne of Amber is within a prince’s sight. In Amber 
one can always return to a meeting and try to change history; it may open 
up new, untravelled paths. A princess, if spared, may return to kill her 
brother. Jt is a wise prince who searches for di pee alternatives. 
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The Politics of the Sword * 


Bf ela the royal siblings may choose verbal sparring with each other, 
they do not hesitate to resort to physical persuasion as well. Random 
and Julian, it seems, must be dragged apart nearly every day. TI his is poten- 
tially deadly play, as the royalty of Amber has learned well how to use a 
sword. All have learned the basic skills; some, however, have gone beyond 
their masters. A prince of Amber can protect himself—or avenge an insult. 
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ite of Passage: 
Walking the Pattern 


A’ each member of the royal house of Amber comes of age, he must 
prove himself to be a prince of the blood by negotiating the Pattern. 
Walking the Pattern is not a task lightly taken, for once bequn, evenJ can 
do naught but continue forward to the finish, or face oblivion. The Pattern 
gives the knowledge that a prince of Amber must have to fulfill his destiny. 
When a child of Oberon walks the Pattern, he must pass through the 
five veils. Only then will he stand at the center of the Pattern and know what 
it is to be a true prince of Amber. With each veil passed, the way becomes 
more treacherous, but the rewards greater; and with the conquest of the final 


veil, a prince of Amber will know the secrets of both shadow and my gift, 
the Trumps. 
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rtful communication ts of great importance in Amber, and the Thari 
Sac reflects this, for half of our verbs are “communication” verbs. 
Though dialogue must be precise and short, by its nature it suggests a great 


deal more than is actually spoken. 
| Ds 


FORMULATING COMMANDS IN AMBER 
CONVERSING IN THARI 


When speaking in Thari, use short, concise sentences. 


For example: 
ALLY WITH DEIRDRE PROPOSE ALLIANCE WITH ERIC 
ASK RANDOM ABOUT AMBER AGREE 
LEAVE TELL RANDOM ABOUT FLORA 


Objects are used in Amber, of course, but their importance has diminished over 
the centuries as communication has become more refined. When working with 
objects, the verb, directly followed by the object, will be best understood. 
For example: 

TAKE SWORD DROP SWORD 


In order to see something more closely, EXAMINE THE [object]; to see what is 
being carried or worn, check the INVENTORY or INV. In order to clearly see 
who is nearby, one should LOOK. 


Sentences can be made more complex by combining up to three short phrases; 
to do this, the phrases must be separated by the word AND or THEN. 
For example: 

TAKE THE SWORD THEN EXAMINE THE SWORD 

EXAMINE THE DESK AND OPEN THE DRAWERS Zr 


THE ART OF COMMUNICATION + 
As Thari has evolved, communication verbs have been split into several cate- 
gories. These divisions reflect the type of verb: “hostile,” “friendly,” “neutral,” 
or “response.” These verbs have been codified, in their categories, in the verb 


list. Action verbs, such as ATTACK, RETURN, or CALL are listed as well. 
SACRED COMMANDS OF THE ROYAL HOUSE OF AMBER 


Once a prince of Amber has completed walking the Pattern, he will have the 
knowledge he needs to use the tools that are his birthright. Several specialized 
verbs, used only by the royal blood of Amber, are listed below. 
CONTACT—contact using the trumps 
BREAK—cut contact using the trumps 
IMAGINE—cast mental images 
WALK SHADOW—traverse the shadows cast by Amber. 


NOTE: one can only “walk shadow” to a person if his/her location is known. 


TRAVELLING THROUGH AMBER 

When travelling through Amber and the shadows it casts, one can move from 
one location to another by the use of the commands LEAVE, EXIT, or GO TO 
[place]. One may also FOLLOW people who are going in a direction. 

For example: FOLLOW DEIRDRE. 


THE BASICS OF SWORD FIGHTING 
CUT— slashing at the opponent with the blade of the sword. 
THRUST—Ilunging at the opponent with the point of the sword. 

FEINT—pretending to attack one portion of the opponent’s body in 
an attempt to force him to protect that spot, thereby leaving 

another area unprotected. 

PARRY —stopping an opponent’s attack. 
HIGH/LOW—the direction of the movement. High is the head and heart; 
low, the abdomen and legs. 


These movements can be combined in the following ways: 


CUT FEINT PARRY CUT HIGH 
CUT HIGH FEINT HIGH PARRY CUT LOW 
CUT LOW FEINT LOW PARRY THRUST HIGH 
DODGE FEINT CUT HIGH PARRY THRUST LOW 
DUCK FEINT CUT LOW PARRY PARRY 
THRUST FEINT THRUST HIGH 


THRUST HIGH FEINT THRUST LOW 
THRUST LOW JUMP 


THE PATTERN 


When you have reached the Pattern, a screen with five stars will appear. You 

must create a path that crosses each in order to complete the Pattern. 

To play the Pattern game: 

1—Choose among the five pieces in the bottom left hand corner. They are 
numbered, from left to right, one through five. As a piece is chosen, a 
different piece will replace it. 

2—Create a path by connecting the pieces to the existing path, beginning in 
the bottom center of the screen, by choosing the number of the piece that 
will continue the path. 

3—To add additional branches, add a “‘T” piece, and a differently colored branch 
will form off the original path. As each new branch is made, a new color will 
appear at one end of the “T”. The original color will continue at the other end. 
You may have up to four branches; the first is white, then red, blue and black. 
Paths can cross differently colored paths, but if you try to cross the same 
colored path you are on, you will lose the game. 

4—To place a piece on a particular path, type the number of the piece, followed 
by the color of the path, e.g. 1 WHITE, 5 RED, or3 BLUE. 

5—Choosing a piece which does not fit the path you select will cause you to 
leave the Pattern and lose the game. 


Warranty 


If this product should fail to work for any reason whatsoever during the first 30 days following purchase, return it to the dealer from 
whom it was purchased for a free replacement. If it should fail to work after the first 30 days, mail it to TELARIUM at the address 
below. If it has been physically damaged, you will be charged five dollars for a replacement. 

TELARIUM CORP. ¢ One Kendall Square * Cambridge, MA 02139 ° (617) 494-1224 


This software product is copyrighted and all rights are reserved by TELARIUM CORP. The distribution and sale of this product are 
intended for the use of the original purchaser only and for use only on the computer system specified. Lawful users of this program 
are hereby licensed only to read the program from its medium into memory of a computer for the purpose of executing this program. 
Copying, duplicating, selling or otherwise distributing this product is hereby expressly forbidden. 


NINE PRINCES IN AMBER computer program is a trademark of Telarium Corp. © 1985 Telarium Corp. All rights reserved. Based 
on the books Nine Princes in Amber and The Guns of Avalon, © 1970 and © 1972 respectively, by Roger Zelazny. By arrangement 
with Byron Press Video Productions. The adventure game Nine Princes in Amber was written in SAL by Telarium Corp. IN-AMB 
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COMMUNICATION VERBS 


ACTION VERBS 


4 
HOSTILE NEUTRAL abandon enter put 
accuse ie ask approach escape, flee raise 
challenge admit assassinate, kill, examine, inspect, ex read 
dei beg attack, fight, draw, exchange, switch, release, free, 
demand bluff fence, stab, change rescue 
deny bribe avoid exit, leave remove 
insult confess bend extend repeat, r, again 
refuse discuss blow face return, replace 
reject explain break __ find run 
shout laugh breathe, inhale fire, shoot search 
snarl lie bring follow send 
spit mention burn, light get, take, shadow 
sneer plan carry give show 
threaten plead chase go, move sit 
yell propose choose, select grab, grasp smoke 
say clap hit, punch sneak 
shrug close hug, kiss spare 
smile come i imagine stand 
stall contact, cal inventory, inv stare 
FRIENDLY surrender continue jump, leap start 
ally talk count kneel stay 
bargain tell cover knock steal 
calm wait cower look, | stop 
compliment We: wink cry let tackle, surprise 
enlist descend lift pits 
flatter dig listen throw 
greet RESPONSE disarm lower tie 
help disagree dismount make trump 
join maybe dive, swim, wade onward turn 
hug no drink open unlock, pick 
negotiate nod drive overthrow use 
offer ok drop play walk, traverse 
placate sure eat pull wear, don 
support yes push 


NOTE: Only those verbs in BOLD can be used alone. All other verbs require a direct object. 
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TO LOAD THE GAME: 
Loading instructions for your machine may be found on the enclosed insert. 
The following instructions will help you as you play NINE PRINCES IN AMBER. 
It is particularly important to make a Save Disk so that you can save your game. 
To do this, follow the instructions under “Create” as soon as you boot AMBER. 


NEWDATA 
Enter NEWDAIA when you first load the game to obtain any instructions that 
may have changed since the publication of these notes. 


CREATE 

NOTE: The program will erase the contents of any disk created as a Save Disk. 

The create command will create a Save Disk, which will enable you to save at 
any point in the game. You must create a Save Disk before you can save a 
game. This should be done as soon as you boot NINE PRINCES IN AMBER. 
To do this: 

1—Enter CREATE. Follow all the instructions on the screen. 

2—The words “CREATE complete” will appear when the Save Disk is ready. 
3—Remove the Save Disk and replace the game disk in the drive. 9 


SAVE arn 

NOTE: You cannot save or restore during a fencing match or in the Pattern Game. 

You can save at any point in the game, and restore back to that point later. 

There are two reasons in particular for saving: first, if you are in a life-threatening 

situation, and second, if you feel you might want to restore to that point in order 

to try a different path. To save a game: 

1—Enter SAVE. 

2—Follow all instructions on the screens (you can type up to 30 characters 
identifying your location when you save). 


When the save is complete, you will get a short description of your location 
followed by a cursor. You can continue your game after this. 


RESTORE 

You can restore to any point you have saved on the Save Disk at any time 
during the game. To do so: 

1—Enter RESTORE. 

2—Follow all instructions on the screens. 


AMBER will resume from the point you selected, and you can continue your 
game. 


If you have died during the course of the game and wish to restore, simply type 
“R” when the screen asks if you would like to play again. Follow the instructions 
onthe screen; AMBER will resume from the point you selected, and you can 
continue your game. 

NOTE: If you change your mind after typing CREATE, SAVE or RESTORE, type ‘>k”’ to cancel the 
command. 

PAUSE 


When you have finished reading a paragraph, press the spacebar to continue. 


RESTART 
Enter RESTART any time you wish to return to the beginning of the game. 


QUIT 
Enter QUIT if you wish to end the game before completing it. 


PICTURESON/PICTURESOFF 
NINE PRINCES IN AMBER can be played without graphics. If you wish to play 
using text only, enter PICTURESOFF. You can recall the graphics to your screen 
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NINE PRINCES IN AMBER™ 


Loading on the IBM® 


Before you can play the game, you need to load DOS (Disk Operating 
System) into the computer. If you have a PC, you can use DOS 2.0 
or higher. If you have a PCjr., you may use only DOS 2.1 or higher. 
NOTE: you must load DOS each time before you play the game. 


The following instructions apply for both PC and PCjr: 


1. Insert the DOS disk into the disk drive (Drive A on a two drive 
system) and close the disk drive door. 


2. Turn on the computer and monitor, or, if the computer is already 
on, press the (tt) keys simultaneously. 


3. Follow the instructions that appear on the screen until you see 
an A>. 


4. Remove the DOS disk from the drive and put Game Disk A into the 
drive and close the disk drive door. 


5. Type AUTOEXEC and press the key. 
6. The game will load automatically. 


Disk Drive Configurations on the IBM® 

You may use one or two drives while playing on an IBM. Your com- 
puter will automatically recognize how many drives are currently 
attached. However, SAVE disks are not interchangeable between 
one and two drive systems. Any gameplay that you SAVE on a Save 
disk created under a two drive system, for example, can only be 
RESTORED when using two drives. 


You may wish to use fewer drives than are connected to maintain 
compatibility with another system. For this purpose, the SETUP 
command is available: 


1. Type SETUP when the first cursor appears on the screen. 


2. Follow the instructions on the sereen to indicate how many drives 
you wish the computer to recognize. 


3. Follow all screen instructions on which disk to insert during 
sameplay. 


IBM is a registered trademark of International Business Machines Corporation. 
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Telarium Sneak Previews 


Please print clearly: 
Demo disk chosen: 
Computer: 
Name: 
Address: 
City: 
State: 


Zip: 


DEMO DISK #1: 

OIBM® PC/PC jr. O Commodore™ 64/128 

Amazon, Dragonworld, Fahrenheit 451, Rendezvous with Rama, 

ee in Amber, Perry Mason: The Case of the Mandarin 
urder 


DEMO DISK #2: 


OD Apple® Macintosh™ 

Amazon, Dragonworld, Fahrenheit 451, Rendezvous with Rama 
DEMO DISK #3: 

O Apple® II Series , 

Amazon, Dragonworld, Fahrenheit 451, Rendezvous with Rama, 
Nine Princes in Amber, Perry Mason: The Case of the Mandarin 
Murder, and Shadowkeep 


*Photocopy of the sales slip is accepted. 

This rebate offer is good for Telarium games purchased after June 1, 1985. Coupon must be 
received by June 1, 1986. (Photocopies of this coupon are NOT accepted.) 

Both offers are good only in U.S.A Void where taxed, restricted, or prohibited by law 

Allow 4-6 weeks for delivery. 

Demo disks system requirements: 

{8M demo disks: require 128K, DOS 2.0 and higher and color graphics card. 

Apple demo disks: require 64K. 

Apple Macintosh demo disks: require 512K. 


© 1985 Telarium Corp., One Kendall Square, Cambridge, MA 02139. All rights reserved. 
AMAZON, DRAGONWORLD, FAHRENHEIT 451, NINE PRINCES IN AMBER, PERRY MASON: THE 
CASE OF THE MANDARIN MURDER, RENDEZVOUS WITH RAMA, and SHADOWKEEP computer 

programs are trademarks of Telarium Corp. 


Apple is a registered trademark of Apple Computer, Inc. 

Macintosh is a trademark of Apple Computer, Inc. 

Commodore 64 and Commodore 128 are trademarks of Commodore Electronics, Ltd. 
IBM is a registered trademark of International Business Machines Corp. 
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SNEAK PREVIEWS 


Here’s an offer we think you can’t refuse. It’s a unique concept in 
software demonstration with a rebate offer to boot. 


Now you have an opportunity to get a Sneak Preview of 
Telarium adventures, before you buy. Order any one of the self- 
running demos listed below and we'll send you a disk that will 
give you a sneak preview of the excitement and adventure, chal- 
lenge and fun, that Telarium products offer. 

With the Telarium Sneak Preview Demo Disk, you not only get 
great demos, but you also get a disk to save your Telarium game on. 
Because after you preview these exciting software demos, you can 
erase them and use the blank disk for media storage. 

But the offer gets even better. If you decide to buy a Telarium 
game—and we think you will—we'll give you a full rebate on the 
demo disk you purchased. With each Telarium Sneak Preview 
Demo Disk, we'll send you a rebate coupon. Just send this coupon, 
along with your sales slip (*) and the warranty card from the 
Telarium game you purchased, and we'll send you the rebate. 

Now with Telarium Sneak Previews, you can try before you buy. 
Here’s how to get your Telarium Sneak Preview disk: 

1. On the chart below, find the Telarium demonstration disk with 
the adventures you want to preview. Check the box on the chart that 
shows both the demo disk and the computer compatibility you 
desire. 
2. On the coupon, fill in the demo chosen, your computer and your 
name and address. 
3. Send this coupon, along with $3.50 (for an Apple, IBM, or 
Commodore disk) or $5.00 (for the Apple Macintosh demo disk) to 
cover postage and handling (check or money order only, made 
payable to “Telarium Sneak Previews”) to: 
Telarium Sneak Previews 
Telarium Corp. 
One Kendall Square 
Cambridge, MA 02139 


NINE PRINCES IN AMBER™ 
Proof of Purchase 


Name Age 
Address 
City State Zip 


PHOnes Cs) se re 


Brand of computer Type 


When did you buy your computer? 


month year 


Is this your first computer? 


How many disk drives do you use? 


Do you have a © Joystick O Mouse O Tablet 


What store did you buy Amber in? 


What other Telarium™ games do you own? 

What are your three favorite computer games? 
1 
@ 
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We welcome your comments. 
Please send them to us c/o Customer Service, Telarium Corp., 
1 Kendall Square, Cambridge, MA 02139 


NINE PRINCES IN AMBER™ 


Proof of Purchase 


To help us provide you with better 
service in the future, please mail this card 
to TELARIUM within 10 days of the date of 
the original purchase. 


FIRST CLASS PERMIT NO. 1712 


POSTAGE WILL BE PAID BY ADDRESSEE 


TELARIUM CORP 
1 Kendall Square 
Cambridge, MA 02139 


BUSINESS REPLY CARD 


CAMBRIDGE, MA 


NO POSTAGE 
NECESSARY 
IF MAILED 
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FOR SCIENCE FICTION AND MYSTERY FANS... 
The future of fiction is Telarium software. 

It's got great plots. Great characters. And it’s 
created by great authors. But it isn’t like any fiction 
you've ever read before. And it’s certainly not like any 


For years, Fisher-Price has been helping children develop impc 
they play. And now that children are growing up in a world with 
Fisher-Price Learning Software offers exciting new experiences 

With children in mind, Fisher-Price Learning Software wa 
to address five key areas of learning development: math, langui 
basic learning skills and computer literacy. And Fisher-Price ga 
carefully designed for two distinct age/skill levels: for children | 
old and for children up to 12 years old. 
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And now, Fisher-Price’s new selection ¢ 
programs brings subjects like math and read 
within favorite story settings like Jungle Book 
Rabbit. Reading programs feature the use of! 
sis to teach phonics more effectively and mal 
learning games more enriching. 

For value, for education, for ease of usi 
children. It’s Fisher-Price. 


MOVIE CREATOR Fisher-Price~ 


NUMBER TUMBLERS — FisherPrice 


LOGIC LEVELS Fisher-Price 
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CLASSIC NOVELS COME TO LIFE... 
Treasure Island, Alice in Wonderland, Wizard of Oz and 
more. Generations have enjoyed them. Millions have 

read them. And now for the first time, classic novels 

have come to life in a new line of software— 

Windham Classics. 

Designed for players ages ten through adult, 
Windham Classics are highly interactive adventure games 
that place you in the role of the main character. So 
instead of just reading what happens, you'll actually find 
out through first hand experience—by exploring new 


worlds, by talking to the characters and by making 
challenging, creative decisions. 

With hours of rich and rewarding play, each 
adventure offers full-color graphics, music and sound 
effects, easy to use instructions and special help features 
like WordWindow™, to make game play even smoother 
and more fun. There’s also a free poster with helpful hints 
to assist you in your adventure. Best of all, Windham 
Classics are a challenging new way to experience some 
of the best stories ever written. 


oiner soitware. 

That’s because Telarium is the only line of interactive 
software based on some of the greatest science fiction 
and mystery books of our time. Books written by authors 
like Arthur C. Clarke, Ray Bradbury, Michael Crichton 
and Erle Stanley Gardner. Authors known the world over 
for the mastery of their storytelling. 

But now instead of just turning the page to find out 
what happens next, you experience it yourself. In 
Telarium interactive adventures, you find yourself in the 
center of the action—and completely in control. 

If this sounds slightly incredible to you, it should. 
After all, you didn't expect the future of fiction would be 
anything less, 


NINE PRINCES IN IN AMBER: 
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If you'd like to make learning fun for your 
family, meet Spinnaker’s family of computer 
learning programs. 

Spinnaker learning programs are more 
than just computer games. Because along 
with fun, challenge and excitement, they offer 
something that is very important: true 
educational value. 

And the Spinnaker family of titles is 
designed to suit the particular educational 
needs of the three key age groups.... 

The EARLY LEARNING SERIES™ (Ages 
3-7) teaches basic skills such as number and 
letter recognition, counting and keyboard famil- 
iarity, all fundamental skills necessary for 


SPINNANG 


We miake learning fun. 
LEARNING FUN FOR THE WHOLE FAMILY ... 


® 


more advanced learning. 

The LEARNING DISCOVERY SERIES™ 
(Ages 6-10) employs and develops skills 
that children initially learn in school. These 
skills, which improve with practice, include 
writing, arithmetic and basic computer 
programming. 

The LEARNING ADVENTURE SERIES™ 
(Ages 9-15 and 12-Adult) utilizes role-playing 
simulations to improve a player’s ability to 
analyze problems and develop and implement 
strategies to solve them. The two new 
HOMEWORK HELPER™ programs for writing 
and math word problems provide methods for 
improving these important skills. 
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EDUCATIONAL SOFTWARE FROM 
THE MOST TRUSTED NAME IN THE INNOVATIV 
CHILDREN’S PRODUCTS GRAPHIC ADVE 

ON ALL-TIME C 


SPUN ER 


THE LEADER IN LEARNING FUN 
FOR THE WHOLE FAMILY 


CHOOSE TITLES FROM THE HOT 
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THE EXCITING NEW THE BREAK-THROUGH BRAND 
E NEW LINE OF INTERACTIVE ADVENTURES OF POWERFUL, EASY TO USE 
TURES BASED BASED ON SOME OF THE AND AFFORDABLE HOME 
ASSIC NOVELS GREATEST SCIENCE FICTION PRODUCTIVITY SOFTWARE 
§ AND MYSTERY BOOKS 
EVER WRITTEN 


TEST NAMES IN HOME SOFTWARE 


BUY 3 GET 1 FREE OFFER 


Take advantage of this exciting first of its kind offer. The leading brands of home computer 
software bring you the Family Software Spectacular—the offer that lets you choose a 
FREE software program from the best titles on the market today. That’s right—purchase 
any combination of three titles from any of the participating brands during this special 
offer period—and we'll send you another one of your choice free. That’s all there is to it. 


@ = Joystick 
required 


Disk ica = Cartridge 


Joystick or 
Mouse required 


SPINNAKER SOFTWARE 
The EARLY LEARNING SERIES 


COUNTING PARADE™ 

Children learn basic arithmetic in a jungle full of colorful animals. 
Ages 3-6. 

EARLY LEARNING FRIENDS™ 


A collection of three exciting games which develop early learning 
skills. Ages 3-6. 


FACEMAKER™ 


Children learn computer basics while creating and animating 
funny faces. Ages 3-6. (= 


KINDERCOMP™ 


Six fun areas of learning activity teach reading readiness and 
counting. Ages 3-7. 


KIDS ON KEYS™ 


Three colorful games teach the location of letters and numbers 
on the keyboard. Ages 4-9. 


GRANDMA'S HOUSE™ 


Children visit many places while developing planning and task 
completion skills. Ages 4-8. 


DELTA DRAWING™ 
Develop programming skills while creating wonderful graphics. 
Ages 7-10. 


STORY MACHINE™ 

Children animate sentences while learning the basics in 
sentence structure and grammar. Ages 5-10. 

RANCH™ 
Choose from a variety of characters to create your own wild 
west stories. Ages 5-10. 


KIDWRITER™ 


Use colorful pictures and a text to create a story book that you 
can print out. Ages 6-10. 


FRACTION FEVER™ 


Children learn all about fractions as they hop across the screen 
on a pogo stick. Ages 8-10. 


SUM DUCKS™ 


A captivating game that combines colorful animation with basic 
addition, subtraction, division and multiplication. Ages 6-10. 


MATH BUSTERS” 


Subtract the math monsters from the world with the correct 
equations. Ages 8-14. 


THE FAMILY SOFTWARE SPECTACULAR is a trademark of Spinnaker Software Corp. SPINNAKER and 
SNOOPER TROOPS are registered trademarks of Spinnaker Software Corp. FISHER-PRICE is a 
trademark of The Quaker Oats Company and is used under license. WINDHAM CLASSICS is a 


SPINNAKER SOFTWARE (Cont'd) 
The LEARNING ADVENTURE SERIES 


IN SEARCH OF THE MOST AMAZING THING™ 

Develop your ability to make practical use of numeric quantities 
in decision making on a quest to find the most amazing thing in 
the universe. Ages 9-15. 

PRESIDENT’S CHOICE™ 


Will you be re-elected? Try to manage the economy and find 
out. Ages 12-Adult. 


ROCK ’N RHYTHM™ 
Write, play and record your own music using drums, bass and 
keyboard. Ages 10-Adult. 


SNOOPER TROOPS*® Case #1 


Practice reading comprehension and note taking while trying to 
discover who’s haunting the old Cable family mansion. 
Ages 9-15. 


SNOOPER TROOPS* Case #2 


Practice reading comprehension and note taking as you try to 
find out who stole Lily the Dolphin. Ages 9-15. 
ADVENTURE CREATOR™ 


Program your own adventures using traps, mazes, monsters 
and more. Ages 10-16. 


NEW! HOMEWORK HELPER™: WRITING 


Develop good writing habits as you follow a step-by- step 
approach to writing successful book reports, essays and 
research papers. Grades 7-12. Avail. Fall ’85. 


NEW! HOMEWORK HELPER™: MATH WORD PROBLEMS 


Sharpen your math skills as you use this interactive, two-part 
program designed to help you understand and solve math word 
problems. Grades 7-12. Avail. Fall ’85. 


SONG MAKER™ 

A variety of endearing characters teach early music concepts. 
Ages 4-8. 

UP & ADD’EM™ 


Learn basic arithmetic with the help of colorful balloons and 
graphics. Ages 3-7. 


CARTOON PROGRAMMER™ 
The animation of a variety of colorful scenes teaches basic 
computer programming. Ages 5-10. 


MEMORY MANOR™ 
Children use memory and planning to succeed in this game of 
concentration. Ages 4-8. 


ALPHA BUILD™ 


Match letters from the letter trucks to make words that build the 
alphabet city. Ages 4-8. 


trademark of Windham Classics Corp. TELARIUM is a trademark of Telarium Corp. BETTER WORKING 
is a trademark of Spinnaker Software Corp. Spelling Software developed by Houghton Mifflin Company, 
Publishers of the American Heritage Dictionary. 


FISHER-PRICE (Cont'd) 


HOP ALONG COUNTING™ 
Learn how number symbols represent quantities with Mother 
Rabbit and her baby bunnies. Ages 3-6. 

DANCE FANTASY™ 


Children put their creativity to work creating modern dances with 
musical accompaniment. Ages 4-8. 


LINKING LOGIC™ 
A game of logic with mazes, ladders, bridges and more. Ages 4-8. 


NEW! PETER RABBIT READING 


Voice synthesis is used to teach the sounds of vowels and 
consonants. Ages 3-6. 


NEW! PETER AND THE WOLF MUSIC 


A classic way for children to learn basic music concepts. 
Ages 3-7. 


LOGIC LEVELS™ 


Children use planning and concentration skills to guide a 
bouncing ball through colorful mazes they have created. 
Ages 7-12. 


MOVIE CREATOR™ 


Children use creative skills to produce their own movies. 
Ages 6-12. 


SEA SPELLER™ e 
Learn spelling rules and patterns as a dolphin leads the way to a 
deep-sea spelling challenge. Ages 7-12. @ 


NUMBER TUMBLERS™ 


An action-packed race that teaches addition, subtraction, multipli- 
cation and division. Ages 8-12. 


NEW! JUNGLE BOOK READING 


A challenging adventure into the world of reading comprehen- 
sion using voice synthesis. A 


NEW! THE FIRST MEN IN THE MOON MATH 
A math word problem voyage into the moon. Ages 9-12. 


WINDHAM CLASSICS 


TREASURE ISLAND" 


As young Jim Hawkins, search for pirate gold and for a way to 
outwit cunning Long John Silver. Ages 10-Adult. 


ALICE IN WONDERLAND™ 


As Alice, you'll meet the Mad Hatter and other famous characters 
on your journey through Wonderland. Ages 10-Adult. 


THE WIZARD OF OZ™ 


You may recognize some of the unusual characters you'll meet as 
you make your way to the Emerald City. Ages 10-Adult. 
Atari is a registered trademark of Atari, Inc. Commodore is a trademark of Commodore Electronics, Ltd. 


Apple Computer is a registered trademark of Apple Computer, Inc. Apple Macintosh is a trademark 
licensed to Apple Computer, Inc. IBM is a registered trademark of International Business Machines, Corp. 


WINDHAM CLASSICS (Cont'd) 


SWISS FAMILY ROBINSON™ 


You and your family face the challenge of survival on a deserted 
tropical island. Ages 10-Adult. 


BELOW THE ROOT™ 


Your role in this modern classic is to uncover a hidden secret 
and save the mysterious land of Green Sky from a resurgence 
of violence. Ages 10-Adult. 


AMAZON (Michael Crichton) 


As a special agent for a high tech company, journey to 
one of the most dangerous, unexplored areas on earth— 
the Amazon. Ages 16-Adult. 


DRAGONWORLD (Byron Preiss/Michael Reaves) 


You are Amsel of Fandora. Scientist, researcher and 
something of a visionary. Only you can save the Last 
Dragon. Ages 16-Adult. 


FAHRENHEIT 451 (Ray Bradbury) 

As Montag, rebel Fireman in a futuristic police state, join 
the Underground and restore freedom to the world. 

Ages 16-Adult. 

RENDEZVOUS WITH RAMA (Arthur C. Clarke) 
Your orders: rendezvous with a mammoth alien space- 
ship, explore it and return home—if you can. Ages 16-Adult. 
SHADOWKEEP (Alan Dean Foster) 

Set forth with your band of adventurers to recapture the 
Shadowkeep with its mazes and monsters. Ages 16-Adult. 
NEW! PERRY MASON: THE CASE OF THE 
MANDARIN MURDER (Erle Stanley Gardner) 

As Perry Mason, world-famous criminal lawyer, you’re 
faced with high court drama. Ages 16-Adult. 

NEW! NINE PRINCES IN AMBER (Roger Zelazny) 


You are Corwin, a prince fighting for the throne of the 
one true perfect world—Amber. Ages 16-Adult. 


SPREADSHEET 


Combines a full-featured spreadsheet with basic word 
processing functions and the sorting capabilities of a data base 


to handle calculations and text with equal ease. 


FILE & REPORT 

Combines an extensive filing program with a powerful report 
generator that performs calculations for quick and accurate 
decision making. (Ap: Integration requires 2 disk drives. 


WORD PROCESSOR WITH SPELLCHECKER 


Combines a full-featured word processor with the 50,000 word 
American Heritage Dictionary spellchecker which detects over 
99% of commonly misspelled words. 


© 1985 Spinnaker Software Corp., One Kendall Square, Cambridge, MA 02139. All rights reserved. 


Great selection, great prices, great savings. 
HERE’S HOW TO ORDER: 


REMEMBER, TO RECEIVE A FREE PRODUCT, YOU MUST PURCHASE ANY 
THREE TITLES FROM THE PARTICIPATING BRANDS (IN ANY COMBINATION) 
AND MAIL YOUR ENTRY NO LATER THAN JANUARY 31, 1987. 


1. Start by saving the receipt(s) from your software program purchases. (It is 
not necessary for software purchases to appear on one receipt. 
Photocopies of the receipt(s) are accepted. Receipts must be dated 
BETWEEN JULY 1, 1985, AND JANUARY 31, 1987.) 

2. Cut the proof-of-purchase tab from each of the three user manuals that 
come with the programs. (Photocopies not accepted.) 

3. Attach the purchase receipt(s) and the three original proof-of-purchase 
tabs to one separate sheet of paper. 

4. Fillin the form below and place the completed form in an envelope with: 

a., A sheet of paper with three original proof-of-purchase tabs and your 
purchase receipt(s). 

b. A check or money order for $3.50 to cover postage and handling. 
(Canada residents please send $5.00 for postage and handling.) 

Make check payable to THE FAMILY SOFTWARE SPECTACULAR and mail 

envelope to: 

THE FAMILY SOFTWARE SPECTACULAR 
PO. Box 1327 
Cambridge, MA 02238 


ORDER FORM 


To receive your free program, this form must be filled out completely. 
Please print. 


Free Product Chosen: 


Title/Brand 
Computer/Model 


CHECK PRODUCT LISTING TO MAKE SURE THE PRODUCT YOU 
CHOOSE IS AVAILABLE ON THE COMPUTER SYSTEM AND MEDIA 
YOU HAVE SELECTED. 


Name Phone ( ) 
Address 
City State Zip 
TITLES PURCHASED BRAND(s) DATE OF PURCHASE 
ills 
2: 
3. 
Who uses your computer the most? Age ____ [] Male LJ Female 


How did you first hear about The Family Software Spectacular? 


Oladvertisement O friend in store Oother 


Magazines you read frequently 


Allow 6-8 weeks for delivery of your free software program. Note: All receipts and envelope postmark 
must be dated prior to January 31, 1987. Offer good in the US and Canada only. Limit one free product 
per household/customer. Schools and institutions not eligible. Void where taxed, restricted or 
prohibited by law. BRP 


BUY 3 GET 1 FREE 


